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FROM THE EDITOR... 


Many thanks to the people who attended the lecture on 
"What’s an Atari?" Having a mice attendance by people who 
are really interested sakes conducting a class worthwhile. 


From tiene to tise. you will notice in this newsletter 
little sayings and pictures which don’t seea related to 
anything. Those items are just filler to plug saall. 
blanks in the newsletter. They have one characteristic in 
common. They are all produced on an Atari and printed on 
a dot matrix printer. If you have a printer, I ae 
enticing you to try the graphics. The best way for ae to 
tempt you is by example. So if you see something 
intriguing and you want to know how it was done, give ae a 
call, 


_ At our aonthly aeetings, we always have a tise for prograa 


deaonstrations. This is a time when anyone can deao a 
programs. If you have a program you really like and you 
want to deao it for the rest of us, please bring the 
program to the meeting. As far as I am concerned, this is 


the fun tiae of the meeting. Playing with the Atari is 


sore fun than talking about it. 


There are a couple pages of magazine article titles in 
this newsletter. Those are the titles of every magazine 
article I have that pertains to the Atari. The articles 
are sorted in order by subject. For our new Atari owners, 
these magazine articles are a valuable reference. Many 
people in the club have back issues of al] these 
Magazines. Ask around and you can get copies of any 
articles you need. 


Any @usicians out there? The Atari can make some nice 
ausic. If you combine two voice channels together you can 
generate 695346 different notes over a frequency range well 
beyond what hu@ans can hear. You can also generate sounds 
that are unusual and would agake interesting ausic. We 
could use some neat music demos at our meetings. There 
has got to be one ausician out there! One of our future 


issues of this newsletter will be devoted to ausic so 


start preparing now. 


RON MILLER 


GRAPHICS CORNER EXAMPLES FROM BOB’s PROGRAM 
by Bob Klaushe 













Here is a Siapler version of the graphic prograa published 
inthe Deceaber issue of the Newsletter. It takes a 
number input by the operator, and spaces that nuaber of 
points evenly around a circle. If the nuaber is a priae, 
the prograg connects each point to every other point. 


18 DEG :GRAPHICS S:COLOR 1 
25 PLOT 89,12 

36 PRINT "ENTER PRIME # OVER 3°: 
49 INPUT NI 

56 FOR M=@ TO INT(NI/2) 

6 AL=(INT(NS/2)-M) 8360,'N1 

78 fe-A 

86 FOR N=@ TO NI 

96 AZA+AL 

198 IF AC348 THEN 128 

119 A=A-349 

126 DRAWTO 798SIN(A) +80, 86-0.869794C0S (A) 
138 NEXT N 

135 GOSUB 399 

148 NEXT ¥ 

198 END 

295 REM INSERT DELAY IN PLOT 
368 FOR Y=1 10 106 

319 Y=¥ 

328 NEXT 

336 RETURN 


(Ed note: Bob subeitted this prograa with a screen duap 
program for the MX-188. The MX-18@ program is ay MX-88 
program modified to run with new MX-168’s. Splitting the 
programas avoids confusion for the new BASIC programers 
and gives the MX-18@ owners a nice utility program for 
screen dumps. OQur thanks to Bob for making the 
eodifications. Screen duap program follows.) 


1868 REM DUMP SCREEN TO PRINTER 
1961 REM EPSON MX-108 GRAPHICS 

1982 REM NODE 9 ONLY. 

1983 REM (NEW GRAFTRAX I THINK) 

1168 OPEN #3,8,0,"P:" 

1148 PUT #3, 27:PUT #3,5:PUT #3,8 

1188 PUT 43,155 

1228 DL=PEEK (561) #256+PEEK (568) 

1268 SD=PEEK(DL+5) $256+PEEK (DL+4) 

1368 FOR L=8 T0 39 

1318 PUT 43,27:PUT #3,75:PUT #3, 140:PUT #3,¢ 
148@ FOR BYTES4348+L+SD TO L#SD STEP -49 
1418 PUT #3, PEEK (BYTE) 

1428 NEXT BYTE 

1688 PUT #3, 155 

1648 NEXT L 

1688 PUT #3, 155:PUT #3, 155:PUT #3, 155 

1728 RETURN 
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FROM THE PREZ... 


First, I want to welcome all the new aeabers. We are glad 
to have you join us. Please feel free to call ee with 
comments, coaplaints, suggestions and most of all, help. I 
ag sorry we didn’t have any spare newsletters to hand out 
at the aeeting. It looks like we will have to print about 
08 extra copies each issue. 


Qur meetings are getting so large that it is hard to get 
around and meet everybody and to be available to answer 
questions. I hope you will bear with the officers as we 
try to handle the "growing pains" of our club. We want to 
@ake it fun and educational for all. In that respect the 
special interest groups that Walt Snell is organizing will 
allow us to get together in smaller groups. If there is a 
group that you would like to see formed or that you want 
to organize be sure and see or call Walt. 


For those of you that want to know if you have a GTIA chip 
here is a two line prograa to check for it. 


1@ GRAPHICS 11 
26 6010 28 


RUN it. If the screen turns black you have a GSTIA, or your 
power just went out, 

We will have soge reprints from the M.A.C.E. newsletter on 
how to install the GTIA chip as well as a tutorial on its 
use. 

By the way, their newsletter is well worth subscribing to. 
It is $15 a year which includes aeabership in the club. 1 
will have their March issue at the next aeeting if you are 
interested. To subscribe send $15 to: 


M.A.C.E. 

Box 2785 
Southfield, MI. 
49837 


ATARI will not gold plate the ROM and RAM boards as part 
of refurbishing the 498/868 computer. Somebody up there 
says that tin-lead is just as good even though all new 
units are gold plated and they have had 1988’s of units 
come back for intermittent probleas. (Last year they were 
gold plating as part of the upgrading process.) But there 
is hope for you (us, as sy computer just went down 
$$70%900), ALCHEMITRON in I11]. will gold plate your boards 
for $14.99 each. 184 discount for 19 or amore. They pay 
return postage. Contact Chuck Denofrio at: | 

ALCHEMITRON 

Joo View St. 

W. Dundee, I], 68118 

312-428-2855 


Before installing the gold plated boards be sure to take 
some flux remover or contact cleaner and clean all the 
grease froa the connector contacts. 


We will have a sign up sheet at the next meeting to see if 
we have enough interest to qualify for the discount. 


I have ordered 1@ sets of “"B" ROMS which are available 
first come first served for $21.98 ea 


Speaking about bulk purchases we need a volunteer to 
handle sage far the club, preferably someone who has a 
business license. We get many offers in the aail which 
would be advantageous to the aeabers but we need soseone 
who can handle the sign up sheets, collect the soney and 
order and distribute the goods. 


PAGE FLIPPING 
WATERLOO USER’S GROUP 


The program below demonstrates one method of page 
flipping. Three seperate display lists are set up in 
aeaory and the computer switches between thea. 


(Ed note: This progras has many uses and is worth 
studying until one understands how it works. I aodified 
the original to put something unique on each page. Have 
fun.) 


19 GRAPHICS 18:COLOR | 

39 POSITION 1,3 

32 FOR I=1 TO 4 

34 PRINT #6; "TESTING PAGE A" 

34 PRINT #4; "-------------- 

38 NEXT | 

49 A=PEEK (186) : D1=PEEK (541) 

66 POKE 184, (A-4) 

7$ GRAPHICS 18:COLOR 1 

8@ POSITION 1,3 

82 FOR f=1 TO 4 

84 PRINT #4;"TEST THE B PAGE" 

BG PRINT Ss "Shsgsasegsassasegs" 

88 NEXT I 

9@ D2=PEEK(561):POKE 194, (A-8) 

169 GRAPHICS 18:COLOR i 

118 POSITION 1,3 

112 FOR I=1 TO 4 

114 PRINT #4;"TESTING SRD PAGE" 

116 PRINT #6: "ssssssssssssssss" 

118 NEXT ! 

119 FOR J=1 TO SO@:NEXT J 

128 DI=PEEK (561) 

136 FOR [=1 TO 19:POKE S61, Di:NEXT I 
132 FOR J=1 TO S@@:NEXT J 

149 FOR I=1 TO 188:POKE 361,D2:NEXT I 
142 FOR J=1 TO S@@:NEXT J 

138 FOR I=1 TO 198:POKE 361, D3:NEXT I 
132 FOR J=1 TO S@O:NEXT J 

14@ GOTO 138 


TIMETRIAL 
Race progra@ Similar to Match Racer, press fire button and 
push forward on stick to go faster. 


For all the aeabers who were not at last sonths meeting, CHICKEN 

the new and iaproved directory is out. Make sure you get Or why did the chicken cross the road... This is by Stan 
your copy at the next meeting or take a short drive to &1 OQcker. Good graphics. 

Cajon and pick it up in person. Some of you aay not know 7 

it yet, but there are now three libraries where you can 
pick up or, more important, subait programs. These are 
located in El Cajon (main branch), Mission Beach (west 
branch), and Poway(north branch). There are also plans for 
a branch in the southern part of San Diego. I’11 know sore 
about this branch later this aonth. 





CONVERT ATARI MAIL LIST DATA TO 
FILE MANAGER 888 DATA FORMAT 


Here is a program which will convert a ATARI mail list 
file to a Filemanager 889 data file. First load 
FILEMANAGER and create a fore with exactly the same fields 
that you used with the ATARI Mail List. Use NEWFILE as the 
file name. Then go to DOS, place the FILEMANAGER data disk 
in the drive and delete NEWFILE.IDX. Load the conversion 
program, change the name OLDFILE to the name of your ATARI 
Mail List file, place the ATARI data disk in drive #1 and 
RUN. After the FILEMANAGER data disk has been written, go 
to FILEMANAGER and LOAD NEWFILE. Follow instructions an 
re-indexing when ENTER INDEX appears. File will now be 
sorted and indexed. 


The library would like to enlist the aid of one or sore of 
the members to debug a couple of programs. If you are 
interested call 447-8143 and leave your name and nuaber. 


There are some corrections to the new directory. Please 
aake note of thea. International Bridge Construction, a 
Softside program, will be found on disk 18 instead of 29 
and Spaceres, another Softside prograa, will be found on 
disk 17 instead of 27. Sorry for any inconvienance this 
may have caused. See you all at the next aeeting. 

19 REM CONVERTS ATARI MAILLIST TO FILEMANAGER 898 
26 DIM C$(1), RSL) SLENGTH=FRE (8) -188 

38 OPEN #1,4,9, "D:OLDFILE* 

49 TRAP 138 

39 L=ADR(C$) sSTART=L 

&@ GET #1,CHR:IF CHR=1 THEN 88 . 

76 GOTO 48 


>D>D>92292)> 2 LIBRARY ADDITIONS 4< 644446 


DISK 26, MUSIC DANCE 
Vary the volume and speed with the joystick, no ausic 
cart. required. 





MAPLEAF. RAG 89 GET #1,CHR:IF CHR=195 THEN 88 

Vary the speed and voluse with the joystick, no ausic cart 96 IF CHR=@ THEN POKE L,{5o:L=L+1:60T0 68 
required. 196 IF CHR<32 THEN 88 

119 POKE L,CHR:L=L#i:IF LCLENGTH THEN 89 
PIANO 129 ? "FILE EXCEEDS MEMORY SIZE'":G0TO 178 


{36 2 "PLACE FILEMANGER DATA DISK IN DRIVE #1, HIT “sINPUT 
R$ 

149 OPEN #2,8,8, "D:NEWFILE. DAT" 

{58 TRAP 178:E=L:L=START 

168 PUT #2,PEEK(L):L=LeisIF LOE THEN 169 


Plays the Entertainer’, no ausic cart. required. 


BUFFY BUFFPLAY. OBJ 
Clasical ausic, BUFFY program loads BUFFPLAY.0BJ, no ausic 
cart. required. 


178 END 
dees Weng ses e sessed cesses In line 130 the space after HIT should 
DICK HIATT read RETURN. 
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Disk copies of roa cartridges, full instructions 


ee 


BOOTCOPY 
Makes auto-run disks froma tape, instructions included. 


DISK 18, GAMES 
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ADD A 888 KEYBOARD TO YOUR 488 
by Nestor Sanchez 


Membrane (KB) keyboards have their place but their 
justifications are few. “Damage from liquid spillage" is 
upper@ost in the priorities of a salesman’s pitch coupled 
with “its just like your microwave oven." Beyond that, 
one will have a difficult tiee producing positive facts in 
its favor. 


Psychologists state that a passive resistance touch is 
preferable as one is more certain of the results of sotor 
function than a touch that relies on an uncertain asount 
of finger pressure. This reason for replacing the 
meabrane keyboard is the aost coapelling of all and | ase 
positive once you have tried both systeas you will also be 
convinced, Additionally, your words per minute typing 
speed increases markedly. Another great benefit of the 
separate KB is that the computer itself can be placed out 
of the way while the KB is used in a convenient area, desk 
top, etc. This is accomplished with the use of an 
uaiblical cord ribbon connection at any length you prefer. 
When attached, the KB will perfore all the functions of 
the computer except for the power switch and attacheants. 


HARDWARE REQUIRED 


{ - Keyboard 

1 - 25 conductor cable (Radio Shack 
equiv-$6.95) 

1 - 29 pin connector (Radio Shack #274-1345 or equiv-$4.99) 
1 - 25 pin socket (#276-1559) 

1 - 23 pin connector (Short stub 
Electronics-approx $5.98 ea) 

1 - 25 pin socket (Short stub type-Pro Aa Electronics) 

4 - Switches-push button, siniature, momentarily on, Pro 
Aa Electronics-$.49 ea.) 

1 - Box (KB housing) $9.99 (Lee Wards Artist Brushbox) or 
equiv., aay be fabricated froa 1/8" plywood. 

4 - Rubber feet pads-Ace hardware, $.28 each. 

4 - Bolts/nuts - 3/4" #8 (KB attachaent to box) 

4 - Saall screws & nuts (see connectors & box wall for 
desired sizes), 

1 - 18 pin attachaent (for KB furnished socket) from Pro 
Am Electrinics. 


#278-6461. or 


type-Pro Aa 


PROCEDURE 
See figure for wire diagraa. 


1. Make aewory board in computer accessable by removing 
any cartridges and resoving 4 screws from bottoa of 
computer. Use caution because keyboard and speaker becoae 
free. Keyboard and speaker can be reaoved and reinstalled 


later and this is recoamended. 

2. Choose an area to mount the short stub socket on the 
inside wall of the computer case. (Note-the larger Radio. 
Shack connectors are desireable on the uabilical ribbon 
but are not desireable in small] areas.) An adaquate area 
for installing the stub socket 1s under the speaker. 

3. Cut a section of ribbon from the original (6 ft) piece 
to extend from the board connection to the connector 
(approximately 13 to 14 inches). 

4, Solder one end to the board and opposite end to the 
connector as shown in the diagraa. 

3. Cut 12 inches of regaining ribbon for use in KB box 
later. | 
& Install the remaining large connectors (male & feaale 
pin/socket) to the remaining ribbon. 

7. The purchased box size is 14" x 5" outside and 3/4" 
deep inside. Top = 14" x 3" x 3/8". (Note: there are 
other boxes commercially available in metal. Some have KB 
cutouts.) Install KB by centering in box bottoa 4& 
mounting with four bolts through box bottoa, lining up 
with the gounting holes in the board. Cutout cover to fit 
key outline. A coping saw is suggested. 

. Mount short stub pin connector to backedge of box. 

9. Solder 25 conductor cable on pin socket as follows: 

a. Mount 4 switches on cover with caution for clearance 
on underside. 

. Wire one side of each switch together for a comaon 
ground and connect to ground as well as pin 22, which is 
the coaputer’s ground. 

c. Wire other side of switch to connector as shown in 
diagraa. 

19. Put computer back together and hook up cables. KB 
should work noraally. 
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(Ed note: Any questions, call Nestor at 714-488-3325) 
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“ALL FUTURE MEETINGS WILL 
EACH MONTH IN THE SOCIAL 
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SAN DIEGO 
AcE NEWSLETTER 
S353 BALTIMORE DR #239 

LA MESA, CA. 92041 


COMING EVENTS 


THE MAY MEETING TAKES 
PLACE ON 17 MAY 

AT 6:38 PM IN THE 
SOCTAL ROOM OF THE: 


NORTH PARK REC CENTER 
4044 IDAHO ST 
SAN DIEGO, CA 


AGENDA 


GUEST SPEAKER FROM DATASOFT 
PROGRAM DEMOS 
QUESTION & ANSWER 
INTEREST GROUPS 
BEGINNING ATARI 
BASIC 
ADVANCED BASIC 
ASSEMBLY LANGUAGE 
FORTH 
PASCAL 
HARDWARE NUTS 
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BE HELD AT 6:39 FM ON THE =RD MONDAY OF 


ROOM OF THE NORTH PARK REC CENTER. 


STEVE LAWRENCE 
8924 DUNCAN RD. 
SAN DIEGO, CA 92126 
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